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One of the first things 
you will learn about 
MKT is that learning the 
various methods to do 
combos is the best way 
to survive. There are two 
methods of combos in 
MK: Juggle Combos and 
Auto Kombos. Both are 
specified below in much 
greater detail, but it is 
important to know how to 


use them and to have 
both combo methods work 
together. Thus, true dam- 
age can be unleashed. 


juqqLiNq c®pib(ds 


Juggling Combos are done 
by causing multiple blows to 
a falling, hapless opponent. 
After about four successful 
hits, special , . 

moves will 'flilili''' 

be disabled. IkuMbiIk 


\wnilig0 






Kombos are button presses 
leading to quick-hurt combos. 
Some can be followed by a Jump 
Punch/Kick and a special move. 


There are many tactical 
things you can do to 
improve your skills. The 
best tip would have to be 
judging distances and 
safe zones. An example 
of this is Scorpion’s abili- 
ty to throw a spear. You 
need to find the right dis- 
tance where it can be 
blocked, 
and coun- , 
tered, so ,*■ 

that .you /y 

can block 
a counter 


attack. Also, Jump-in 
Punches can be linked to 
an Auto Kombo, or a 
Jump Kick can be linked 
to another move. 


Produced by 
Mike Valias 
Additional strategy by 
Howard Grossman 


Know safe distances for 
iaunching projectiies. 


this guide was made off a prepipduction version of the game and is subject to change without notice. 
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Khameleon is only in 
the N64 version, a crea- 
ture that fades in and 
out and will alternate 
her moves between the 
^ three female ninjas. 
P It’s unconfirmed, 
but there are rumors 
of old versions of 
r; characters from MK1 
^ and 2 being playable. 


PlitHS7flin\ 


This early PS shot shows 
Kintaro and Goro playable. 


Khameleon is hidden 
in the N64 MKT. 


It seems that nearly all the old characters 
have at least one new ability. The following 
are some we've discovered recently. 

Just in: Tap F,F before doing Liu Kang’s 
Bicycle Kick for a faster shadow version. 


SC{DR?I(DN STm:F:R 


A Forward 
Teleport Punch! 
It s a great con- 
fuser coupled with 
his Backward 
Teleport Punch. 
Also nasty for 
jumping! 


Stryker can 
lob two 
grenades 
separately or 
together 
depending on 
which button 
is pressed. 


Quarter Circle Down 
to Forward with Hp. 


Half Circle Front to 
back with Hp or Lp. 


As if he needs 
more! A new 
ability to fire 
two straight 
missiles does a 
two-hit combo 
worth 25 per- 
cent damage! 


Now this is a 
goofy move. 
A Kano Ball 
that ricochets 
off every wall 
randomly! It’s 
very unpre- 
dictable. 


Back, Back, Forward 
and press Lp. 


Forward, Down, 
Forward with Lk. 


y H0THR© 

SHH© KHHN 

or?-' KHHnELEO.N 


k- 


“Search for me in the 

“Punches?” 

“Start on the bridge 

Wasteland . " 

“1 cannot be defeated. ” 

of stars. ” 

“Before one fights is 

'7 am at your control." 

“t will be hard to see. ” 

the time.’’ 

“Search for me on 

“My name is Khameleon. ” 

“Bring on Kintaro {Goro}!’’ 

the rooftop . " 

“Wait for Toasty. ” 
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Rain’s special moves ^ 

are very easy to link into _ . 

combos. The Ball does 
more damage than the 

Lightning, so use that or a Roundhouse within most 
combos for the maximum amount of damage. 


This character was made for combo juggling. Rain's 
Roundhouse is an excellent and m ost overseen 
combo starter that can link to a » « 

Ball or Lightning — of which can be 
linked to another Roundhouse. t 

i* 

Also, follow a Lightning with a Ball 
if the opponent is too far away. 


He doesn’t possess a Pop-up 
Kombo, but his Kick Combo 
ends in his Roundhouse, 
which can be linked to two 
punches or an Uppercut! 


Use his Kick Combo 
for big time damage! 


■ % Rain is a great character 

•A- A for beginners to get the 
feel for combo creation. Be wary that 
both his Ball and Lightning will leave 
him open, so use them mostly on char- 
acters far away. Best to play offensive- 
ly and learn to time the Roundhouse! 





T.SIam 


H. Punch 


Disabler 


Kombo 


IkSlatn 


Uppercut 


Noob’s Auto Kombo is a great starter for most jugglers. 

The best e nder for such is a T.SIam, which can 

« -"^1 either be followed by an Uppercut. 

Also, a regular T.SIam can be 
followed by a punch followed by 
' a Disabler. Not too damaging, but 
^ a good in for the Disabler. 


Noob has a nice four-hit Pop- 
up Kombo that can be linked 
directly with a T.SIam. His kick 
is easy to pull off, so use this 
for just doing damage. 


His Kick Kombo is 
easy to puii off. 


m»}:00\ 




Noob’s Shadow Throw is 
' good for a psyche out, 

.. / ■ . - . , . X ,, , and the computer falls for 

it a lot after the T.SIam. 
The T.SIam can nab anyone jumping, doing a move 
in the air, etc. and can only be avoided by ducking. 


This classic hidden fighter lost some 
moves but gained a lot more! Of his new 
moves, the T.SIam excels, being able to 
haul anyone out of any move besides 
ducking. Also, a great juggle starter to 
do is his Shadow Throw. Use this on 
close opponents. 
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Try dealing with most of Johnny's classic MK2 com- 
bos, like his ever-popular Jump Kick/Shadow Kick. 
Even better is to use this old method as a combo 
endpr after a Pop-up Kombo. Or, you could end a 
Pop-up with two punches and a fireball/Shadow Kick 
respectively. But after that, you may be in for a loss 
with this character! 




Johnny does have cool 
kombos — but none with 
finesse. Once again, use his 
Pop-up to start many fun Air 
Juggle combos. 


Just blast away with 
his Pop-up Kombo. 




Johnny is back but didn't vrVitVi 
bring his famed Splits " 

Punch with him! Still, his 
fireballs are good enders 

as well as his Shadow Kick, His new Red Shadow 
Kick will stretch the entire size of the screen. 


The subject of Hollywood stardom is back 
action. Cage can now do a far-reaching 
Red Shadow Kick, and he has also sped 
up a bit from his previous visit. His Upward 
Shadow Elbow is now much looser to get 
off, making it more of a useful move to 
time with jumping attackers. 



W^bive 


Rayden’s classic Jump Kick-H.Dive still works. If you 
start with a komb o, try to end it with the above two-hit 
irS.: juggle for 43 percent damage. It 

m.- i may not be much, but it does hit 

more than his full Kombo. Lastly, the 
p knockback on the Reverse Lightning 
doesn’t work in air juggles. 


Rayden can link four uppi 
cufs to do a Pop-up, or ei 
the fourth blow with an H. 
by hitting Hp. Unless it’s 
Motaro, go with the previr 


A Kombo can end 
with an Auto H.Dive. 


The return of the super deity 
is heralded with a new 
Reverse Lightning move! Be 
careful, this move knocks 
most opponents toward you, 
so try to use this move as 
defensively as possible. 









wmi-es 

fU/KAM 


Big B and his blades 
are back. Now he 


Dive in with his 
Quick Siash Kombo. 


No Pop-ups for Shiny 
Smiles. However, his kom- 
bos are a snap to pull off. 
Combined wifh his air superi 
or punches, he works! 


^ Baraka oniy has a few combos. Most of his start with 
j Reverse Jump Kicks. The ones to end with here are 
^ his Shredder Attack or his Top Spinner if you can nab 
^ someone in the corner. Another good way to activate 
EC: a qJick two-hitter with the Shredder is coming in with 
© a Jump Punch; but if you are doing that, you might as 
O well use one of his kombos instead. 


gains a lot of power with his 
Top Spinner — doing nearly 30 
percent damage if fully hit! This 
gives Baraka more ground 
defense than his Shredder! 


Baraka still has his Spark 

and Shredder that can be 

linked into Jump Kicks. xi " m 

But now his Top Spinner 

returns from the first MK2 Rev, and it is BRUTAL! 
Use mostly on jump attackers in place of the Shred. 











Shao Kahn still 
is extremely 

powerful. The best time to » 
nail him is when he is rising p'f 1|j - 

up into the air with his 

Rising Attack. Also, look for ir-fn 

a new pattern to easily 

defeat him utilizing his Uppercut Shao Kahn out 
Shadow Shoulder Slam. of any Rising Attack. 


>W.'M 


Try to figure 
out the easi- 
er pattern to 
defeat him! 


i. V .1 This big beast s; »’ - f®- 

still retains his j ; 

simple patterns. Do Air ' ! 

Punches or an Uppercut to ^ 

knock him out of the air, then 
run in and Auto Kombo his 

hyde! Repeating this pattern *- 

while playing keep-away will When he’s on the ground, 
ensure a swift victory. nail him with a kombo! 


First knock 
him out of 
the air. 


Now MKT has two complete treasures 
to choose from. Only some will be selec- 
table depending on a skill level chosen 
on the “Choose Your Destiny.” The only 
mystery gift is the grand prize... 


WITft£SS Tff£ KINff 

inttn wiTti/H au wfumioRs- 


I Hil£flOSHIf D£liOtltrtHfT/ON ONI 


mOT/fUrr OEMONSTH0TK 




ctfMjf TObit oisnnr 




The treasures lisieti here are from the N64 version. 





GENESIS ll ULTimflTC RlDRTflL-liOinBflT 



Just like in MKT, this 
game is mostly about 
combos. There are big 
Juggles that can be done 
by linking certain special 
moves with Jump 
Attacks. There are also 


Auto Kombos, which are 
simple button taps that 
can link into a massive 
hitting attack. Be wary, 
some Juggles may 
involve many projectiles 
and special moves, but it 
doesn’t necessarily mean 
that it does more damage 
than one mere Auto 
Kombo. Test to find out. 


Link Auto Kombos into Air 
Juggies for big resuits. 


BATTLE THE EDHIEUTEB 


The computer is really a 
tough bird! It is mostly 
defensive and will per- 
fectly kick you out of any 
attack you can muster. 
There is a fun trick to 
easily defeat the comput- 
er known as “The Dance. 


Keep tapping forward and 
back. The computer 
should mimic until the 
timer is zero! 


EHDUBflnEE BDUHDB 


Endurance rounds are always a pain. Try to be all-out 
aggressive on the first opponent, whose intellect is 
about half. Then play REAL defensively against the 

second opponent, 

1 9® , — perhaps even using 

^ « sconnoN “The Dance” method 
mentioned above. 


The UlTlMATE 
Fighting Game! 
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Eiinific 


Combo into his 
Telekenetic 
Slam followed 
by a Jump Kick and 
Teleport Punch to mix it 
up with big-time combos! 



Use her sais for defen- fniLEEnn 
sive air attacks, and 
do her Jump Kick/ 

Ground Roll 
Combo for 
close 

encounters. 



BEDRflDn 


stay a safe dis- 
tance away 
when using the 
spear. Use the 
T. Punch on 
unwary players. 




JflDE 


Play keep-away with her 
multidirectional 
boomerangs. Also, use 
her Slide 
Kick inside 
many 
combos. 


niBHTUJ 






DEE 


A Jump Kick 

S can be led into 
a Quick Arrow 
Attack. Also, 
learn his pro- 
jectile reflect distances 
for effective use. 


Bonifi 

Sonya can now 
Pop-up Kombo 
her enemies. 

Use with her Leg Grab and 
Square Punch for an over 
50 percent damage combo! 





hiTfinfi 

Air defense 
is her strong 
point. Use the 
Fan Wave and 
Air Fans as 
great combos. 



rv- 


ftEPTlLE 

Use multiballs and Acid 
Spits. It’s a good way 
to keep 
enemies 
away 
from you. 



His once great combo 
now only does half the 
damage. Still, it is very 
easy to couple his 
Pop-up Kombo with his 
Spin Dash. It is his 
most useful asset. 





LIU UflUG 

Liu Kang can now Pop-up 
anyone, but his larger kom- 
bos still do more 
damage than 
any Air Juggle 
performed. 




f' — 


ELfIBBlE BUB-ZEftU 

Link his Reverse Jump Kicks with a 
Ground Ice to set up someone for a 
kombo. Also. If you freeze a jumping 
enemy, just punch and refreeze then Uppercut 
or Roundhouse for about 40 percent damage! 






1 




3UB-ZEftD 

Like Classic Sub-Zero, this unmasked version 
can freeze someone in the air, punch, re- 
jreeze and deiiver an uppercut for over 40 
percent damage. Yet, uniike his predecessor, his kombos 
can deiiver severai more hits, providing much more damage. 







stay back and use his 
nets and bombs. If they 
get close, use your 
Teleport to 
set away. 
r J 7 H Continue 
1 *1 the barrage. 






BTIlTliER 


Couple his Pop-Up 
Kombo with his 
new Gunshot and 
to lob a grenade 
for a Combo 
Juggle finish you 
won't regret! 


BHfinB T3Uni] 

His best method is still 
play juggle tag by firing 
three 
fireballs 
at the 
enemy. 


KfinD 


Kano’s 
Vertical Ball is 
now etfeotive 
against air 
attackers, but 
it is still wise 
to use his 
Knife Slash 
for more 
frontal pro- 
tection. 



BinDEL 

You can play 
a real nasty 
game of 
keep-away with her Air 
Fireballs linked with her 
Sonic Scream. 




JflK 

Earthquake and 



missiles will 



leave them only 



to jump, so catch 



them with a 

u 


Backbreaker! 




His Teleport Punch now BEHTDR 
homes in on leaping 
prey; use this fact on 
those who 
just love to 
do Jump 
Kicks. 






His 

KB 

BB Lfl 


Teleport 
can end 
with a 
punch, so 
you can lea 
his Auto Ko 

d right int 
mbo! Cue 

ii 

M 

D 

h! 



■ 

BBIDKE 

Like Sektor, 
Smoke's 
Teleport Punch 
will track jump- 
. Therefore, use 
r's same tactics. 

K) ' 
t ' 


'fi- - 

IMtl 

ing foes 
the Sekto 
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Hammer ^ 

Shoulder Slam ^ ^ 88 
Shadow Leap 'f' ^ ^ 88 






miiT umiia maucB 

Fatality ^ = High punch O © 

■ Animality " S = ^ow punch 

B m= High kick 

Babaiity F StwepOsiance “ on that 

Low kick button 


i-; j u Run T n fi Re r» ^ a i d e h— ir m 


fififiiifl 


I Friendship Blanks are 
provided for 

{Stage Kiii wi'ing m future 


c OOO0:t c 


sj B n r T 1 1. 1: sj 

IS/F E-Ball ◄•◄■/■►•►IRI 

Acid Spit 

♦ ■►RS 

Invisibility 


Slide 


Elbow Rush: 

♦ ■►8S 

C1: 

8888 fSS 

0 OS 

15' ♦ ♦ t +88 

1 ♦♦♦♦881 

(g ♦■►■►♦88 

'^^OOO 


I = Block ^ 


m\m diiifiKey 


Teleport Punch 'f IF - 


f H 88 1 



iVniiD^ninDri i 




I Shadow Shoulder 


|ci: 88 88 88 88 S 

|C2^ 88 88 88 88-<-88l 



■►■►■►881 

1 ♦•♦•►88H 

ggRTRTRTR^ 



Spear 

♦ ♦88 

Teleport Punch 

+ ♦RS 

Air Throw 

(In Air) B' 

F.Teleport Punch 

♦ ♦RS 

Ici; 8fi 8888 ♦881 

|C2: 

• • . .1 

0 :. c © 

|(g ♦♦♦881 

♦ ♦♦♦881 

1 — ■■ 



I Boomerang S/U/D-^^J^ 


Glow Slide Kick 

+ ♦ss 

P. Invincible 

♦ ♦88 

Star W/Return 

S8 

lci;8888+8888S8«^8^88l 

|C2: 88 

88 88 ^881 


w. Kfiiiii w. w- HI 1 1. K t: II fl -w w rniiinL' w f«] hub-zliiu h ja-frnft— z-kbu-h 



• KflBfll.~-r ; Iilli:i:uf 1 {f ',c iitlllllli l{illllli'» l.lll Bflllli fel lilllllHi: ft 



























The moves were compiled from a preproduction Classic Sub-Zero in the N64 will contain 

version, and are subject to change without notice ail moves from both Sub-Zeros. 
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This book is not endorsed, s ponsored nor otherwise authorized by h^dway Manufacbiring Company. 





Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 

Please visit us at www.retromags.com 

^ t'te^tit is made from these scans, nor do we offer anything 
■lyllll^avaiiable from the Publishers themselves. 

across ^nyone selling releases from 
do upport them and do let us know. 





r Thank you! 



